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GAMING MACHINE WITH BLOCK WAGERING 

FIELD OF THE INVENTION 

The present invention relates generally to gaming machines and, more 
particularly, to a gaming machine that provides a player with a series of plays of a 
game for a single wager. 

BACKGROUND OF THE INVENTION 

Gaming machines are operable to play such games of chance as slots, poker, 
keno, bingo, and blackjack*. A major limitation inherent in the design of conventional 
gaming machines is that a wager generally purchases a single play of a game. The 
machine generates a random event for the purchased play and provides an award to 
the player for a winning outcome of the random event. Each play of the game is 
generally independent of other plays such that a given play is not correlated with prior 
or succeeding plays. Occasionally, the random event for a purchased play may trigger 
a bonus game involving lively animations, display illuminations, special effects, 
and/or player interaction, but the hit frequency for such bonus games is generally so 
low (e.g., once every 100 plays) that a player's gaming experience is still essentially 
the same from one play to the next. This low hit frequency is generally dictated by 
underlying math models used in the game to select game outcomes. 

The static nature of the gaming experience can cause boredom among players 
and deter new players from being attracted to a game. Also, players who wish to 
experience a bonus game may become frustrated during dry spells in which the bonus 
game is not triggered. Even if the bonus game is eventually triggered, its duration is 
limited to the current play and another dry spell is likely to ensue at the conclusion of 
the bonus game. 

In an effort to make the gaming experience more dynamic, some conventional 
gaming machines have attempted to introduce some interdependence between 
purchased plays of a game with an accumulation feature that accumulates one or more 
elements of the game over multiple plays. For example, a prior game entitled "Piggy 
Bankin'" includes three symbol-bearing reels and an accumulation feature in the form 
of a piggy bank. In response to a wager, the reels are spun and stopped to place 
symbols on the reels in visual association with a pay line. For each spin resulting in 



three blanks along the pay line, the piggy bank is incremented by the wager amount. 
For a spin resulting in a "Break the Bank" s5mibol on the third reel, the player is 
awarded the accumulated total in the piggy bank. In another example, a prior game 
entitled "Boom" includes a pluraHty of symbol-bearing reels and an accumulation 
feature in the form of a firecracker register. In response to a wager, the reels are spun 
and stopped to place symbols on the reels in visual association with multiple pay 
lines. A firecracker mark is added to the firecracker register for every 25 credits 
wagered. Each firecracker mark is worth one credit. The player is awarded a 
firecracker bonus equal to the number of firecracker marks in the firecracker register 
when either (1) the firecracker register reaches fifty firecracker marks, or (2) a spin 
results in two "wild match" symbols anywhere on the display. 

Although such accumulation-type games are generally entertaining, the 
gaming machines with the accumulation-type games suffer fi-om a couple 
shortcomings. First, to redeem any accumulated element, a player must continue to 
wager and play the game until accomplishing an infi-equent predetermined event that 
triggers the redemption of the accumulated element. If the player must walk away 
fi-om the gaming machine for some reason, e.g., the player runs out of money, the 
player may be frustrated by his/her forfeiture of the accumulated element which now 
remains on the machine for redemption by a subsequent player. Second, because 
players may walk away before redeeming the accumulated element, people looking to 
play a game with an accumulation feature may scout for and hover around those 
machines with a more attractive accumulated element. Casinos may firown upon 
games with this type of "vulturing" effect because players may be pressured to 
relinquish their machine just when the accumulation feature appears to be ready to 
pay off. 

Accordingly, a need exists for a gaming machine that overcomes one or more 
of the aforementioned shortcomings associated with conventional gaming machines. 

SUMMARY OF THE INVENTION 

These and other objects are realized by a gaming machine and a method of 
conducting a game of chance on the gaming machine are disclosed. The machine 



receives a wager from a player to purchase a series of plays of the game. In response 
to the wager, the machine provides the player with the series of plays and randomly 
generating at least one outcome for each play. The machine provides an accmnulation 
feature ttiat accumulates an element of the game over a plurality of the plays in the 
series and redeems the accumulated element for a bonus in response to a 
predetermined event in the game. The predetermined event may, for example, 
correspond to collection of a predetermined number of the element or a certain 
position of the element on a trail, feature ladder, or meter. 

BRIEF DESCRIPTION OF THE DRAWINGS 

The foregoing and other advantages of the invention will become apparent 
upon reading the following detailed description and upon reference to the drawings. 

FIG. 1 is an isometric view of a gaming machine embodying the present 
invention. 

FIG. 2 is a block diagram of a control system suitable for operating the 
gaming machine. 

FIG. 3 is a video image on a primary display primarily associated with a basic 
slot game conducted on the gaming machine. 

FIG. 4 is a video image on a secondary display primarily associated with 
various accumulation-type bonus games conducted on the gaming machine. 

FIG. 5 is a video image on the secondary display showing a winning streak 
ladder indicating five consecutive wins. 

FIG. 6 is a video image on the primary display showing a Held Bonus symbol 
above the reels when a winning combination of three TRACTOR symbols appears 
along a pay line. 

FIG. 7 is a video image on the secondary display showing a credit amount in a 
Held Bonus meter in response to the winning TRACTOR symbol combination in FIG. 
6. 

FIG. 8 is a video image on the primary display showing a winning 
combination of three WATERING CAN symbols along a pay line. 

FIG. 9 is a video image on the secondary display showing a farmer watering a 
plant in response to the winning WATERING CAN symbol combination in FIG. 7. 



FIG. 10 is a video image on the primary display showing a PLANT symbol 
growing on the reels in response to the winning WATERING CAN symbol 
combination in FIG. 7. 

FIG. 11 is a video image on the primary or secondary display showing an 
award phase of a "Second Screen Bonus" game triggered by an accumulation of a 
predetermined number of farmer heads in a farmer head meter in FIG. 4. 

FIG. 12 is a video image on the primary display associated with a poker 
portion of a Monopoly'^^ poker game conducted on the gaming machine, in 
accordance with an alternative embodiment of the present invention. 

FIG. 13 is a video image on the primary display associated with a house 
selection portion of the Monopoly poker game. 

FIG. 14 is a video image on the secondary display associated with an 
accumulation-type bonus of the Monopoly poker game. 

While the invention is susceptible to various modifications and alternative 
forms, specific embodiments have been shown by way of example in the drawings 
and will be described in detail herein. It should be understood, however, that the 
invention is not intended to be limited to the particular forms disclosed. Rather, the 
invention is to cover all modifications, equivalents, and alternatives falling within the 
spirit and scope of the invention as defined by the appended claims. 

DESCRIPTION OF ILLUSTRATIVE EMBODIMENTS 
Turning now to the drawings, FIG. 1 depicts a gaming machine 10 operable to 
conduct a game of chance including a basic game and one or more bonus games 
triggered by respective special outcomes in the basic game. The basic game may, for 
example, be slots, poker, keno, bingo, blackjack, or roulette. In operation, the gaming 
machine receives a wager firom a player to purchase a series of plays of the game. In 
direct response to the wager, the gaming machine provides the player with the series 
of plays of the game. For each "play," the gaming machine generates at least one 
random event using a random number generator at the beginning of the play and 
provides an award to the player for a winning outcome of the random event. The 
gaming machine provides one or more accumulation features each of which 
accumulates an element of the game over a plurality of the plays in the series and 



redeems the accumulated element for a bonus in response to a predetermined event in 
the game. 

The gaming machine 10 includes a primary display 12 and an optional 
secondary display 13 generally above the primary display 12. The primary display 12 
is primarily associated with the basic game, while the secondary display 13 is 
primarily associated with the bonus games. Each display may be a mechanical or 
video display and, in the case of a video display such as a CRT, LCD, or plasma 
display, may be outfitted with a touch screen to facilitate interaction with the player. 
In the illustrated embodiment, the gaming machine 10 is an "upright" version in 
which the primary display 12 is oriented vertically relative to the player. 
Alternatively, the gaming machine may be a "slant-top" version in which the primary 
display 12 is slanted at about a thirty-degree angle toward the player of the gaming 
machine 10. 

FIG. 2 is a block diagram of a control system suitable for operating the 
gaming machine 10. Money/credit detector 16 signals a central processing unit 
(CPU) 18 when a player has inserted money or played a number of credits. The 
money may be provided by coins, bills, tickets, coupons, cards, etc. Using a button 
panel 14 (see FIG. 1) or the touch screen 20, the player may select any variables 
associated with the game and place his/her wager to purchase a series of plays of the 
game. In direct response to the wager, the CPU 18 provides the player with the series 
of plays. For each play, the CPU 18 generates at least one random event using a 
random number generator (RNG) and provides an award to the player for a winning 
outcome of the random event. The game is shown on the primary and/or secondary 
displays 12, 13. 

A system memory 22 stores control software, operational instructions and data 
associated with the gaming machine 10. In one embodiment, the system memory 22 
comprises a separate read-only memory (ROM) and battery-backed random-access 
memory (RAM). However, it will be appreciated that the system memory 22 may be 
implemented on any of several alternative types of memory structures or may be 
implemented on a single memory structure. A payoff mechanism 24 is operable in 
response to instructions from the CPU 18 to award a payoff to the player. The payoff 



may, for example, be in the fomi of a number of credits. The number of credits are 
determined by one or more math tables stored in the system memory 22. 

Referring to FIGS. 3 and 4, there is depicted an example of a video-only, dual- 
display game that provides a player with a series of plays for a single wager. Because 
the game is implemented entirely in video, both tiie primary and secondary displays 
12 and 13 in the example are video displays. FIG. 3 is a video image on the primary 
display 12 primarily associated with a basic slot game conducted on the gaming 
machine. FIG. 4 is a video image on the secondary display 13 primarily associated 
with various accumulation-type bonus games conducted on the gaming machine. 

In accordance with the present invention, the gaming machine initially 
receives a wager from a player to purchase a series of plays of the game. The wager 
may be determined by variables to be selected by the player. Such variables may vary 
with the type of basic game. The basic game may, for example, be slots, poker, keno, 
bingo, blackjack, and roulette. If the basic game is a multi-line slot game as shown in 
FIG. 3, the player may select his or her wager for the series of plays of the game by 
pressing a "Bet Per Series" key 60 or a "Max Bet Spin" key 62 on the primary display 
12. Any onscreen keys may be duplicated on the button panel 14 (see FIG. 1) so that 
the player may implement a function via either the touch screen or the button panel. 
The selected number of wagered credits may vary in "N" credit intervals between a 
minimum number such as 50 credits and a maximum number such as 450 credits, 
where N is a number such as 50. For example, if the number of plays in a series is ten 
and the number of active pay lines is nine, a minimum wager of 50 credits per series 
may yield a wager of one credit per pay line; a wager of 100 credits per series may 
yield a wager of two credits per pay line; a wager of 150 credits per series may yield a 
wager of three credits per pay line; and so on. The maximum wager per series may, 
for example, be 450 credits, which yields a wager of nine credits per pay line. In the 
illustrated embodiment, the number of plays in a series and the number of active pay 
lines cannot be changed by the player. The number of plays and the number of active 
pay lines are set to constant values such as ten and nine, respectively. In an 
alternative embodiment, the player may be allowed to select such options, which 
would also affect the total number of credits wagered on the series of plays. 



In response to the wager, the machine provides the player with the series of 
plays of the game. For each play, the machine conducts a basic game and any bonus 
games triggered by respective special outcomes in the basic game. In the basic game, 
the machine generates at least one random event and provides an award to the player 
for a winning outcome of the random event. The random event in the basic game for 
each play is preferably independent of other plays in the series. 

If the basic game is a multi-line slot game as shown in FIG. 3, the slot game 
includes a plurality of simulated spinning reels 30, 32, 34, 36, and 38. For each play 
in the purchased series of plays, the reels are spun and stopped to place symbols on 
the reels in visual association with a number of possible pay lines 40, 42, 44, 46, 48, 
50, 52, 54, and 56. Each of the pay lines extends through one symbol on each of the 
reels. The number of reels and the number of possible pay lines may be varied to be 
more or less than the number illustrated in FIG. 3. 

For each play, the reels 30, 32, 34, 36, and 38 are set in motion by touching a 
"Spin Reels" key 64 or pulling a traditional handle (not shown) mounted to a cabinet 
of the gaming machine. The machine uses a random number generator (RNG) to 
select a basic game outcome corresponding to a particular set of reel "stop positions." 
The machine then causes each of the reels to stop at the appropriate stop position. 
Video symbols are displayed on the reels to graphically illustrate the reel stop 
positions and indicate whether the stop positions of the reels represent a winning 
game outcome. 

Winning basic game outcomes {e.g., symbol combinations resulting in 
payment of coins or credits) are identifiable to the player by a pay table. In one 
embodiment, the pay table is affixed to the machine 10 and/or displayed by one of the 
displays 12, 13 in response to a command by the player (e.g., by pressing a "Pay 
Table" key 66). A winning basic game outcome occurs when the symbols appearing 
on the stopped reels along an active pay line correspond to one of the winning 
combinations on the pay table. A winning combination, for example, could be three 
or more matching symbols along an active pay line, where the award is greater as the 
number of matching symbols along the active pay line increases. If the displayed 
symbols stop in a winning combination, the game credits the player an amount 
corresponding to the award in the pay table for that combination multiplied by the 
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number of credits wagered on the winning pay line. In one implementation, the 
winning combinations start from the first reel 30 (left to right) and span adjacent reels. 
In an alternative implementation, the winning combinations start from either the first 
reel 30 (left to right) or the fifth reel 38 (right to left) and span adjacent reels. 

Included among the plurality of basic game outcomes are special outcomes for 
triggering respective bonus games. A special outcome may be defined in any number 
of ways. For example, a special outcome may occur when a special symbol or a 
special combination of symbols appears on one or more of the reels. The special 
outcome may require the special symbol or symbol combination to appear along an 
active pay line, or may alternatively require the special symbol or symbol 
combination to appear anywhere on the display regardless of whether the symbols are 
along an active pay line. The appearance of a special outcome causes the machine to 
shift operation from the basic game to the bonus game associated with that special 
outcome, 

FIG. 4 shows some possible bonus games that may be triggered by respective 
special outcomes in the basic slot game. Any bonus games triggered by respective 
special outcomes in the basic slot game for each play may be interdependent of one or 
more other plays in the series. Specifically, each bonus game may be of an 
accumulation type and accumulate an element over a plurality of the plays in the 
series. Examples of accumulation-type bonus games are described below. 

"Streak Bonus" game: The "Streak Bonus" game employs a winning streak 
tree or ladder 70 in FIG. 4 and awards the player with a bonus credit amount for 
achieving winning outcomes over a predetermined number of consecutive plays in the 
purchased series of plays. For purposes of the "Streak Bonus" game, a play yields a 
"winning outcome" if any credits are awarded to the player during that play as a result 
of the basic game or any triggered bonus games. The winning streak ladder 70 
includes numbers ranging from 1 to a maximum such as 10. At the beginning of the 
purchased series of plays, no numbers in the ladder 70 are highlighted. As the 
machine conducts the purchased series of plays, streaks of consecutive winning 
outcomes ("winning streaks") are shown by the ladder 70. Each play that yields a 
winning outcome moves the highlighting up the ladder 70 by one number, but any 
play that yields a non-winning outcome resets the ladder 70 so that no numbers are 



highlighted. As described below, the highlighting may also be moved up the ladder 
70 by a Wimiing Streak adder obtained in the "Trail Bonus" game. 

A winning streak must reach a predetermined number of consecutive plays, 
such as three plays, in order for the player to quahfy for a credit amount. In one 
embodiment, the machine only awards the player with a credit amount at the end of a 
qualifying winning streak. The awarded credit amount is the credit amount associated 
with the highest number of consecutive plays in the winning streak. Therefore, if a 
winning streak ends at five as in FIG. 5, the machine only awards the player with the 
credit amount (e.g., 80 credits in FIG. 5) associated with five consecutive wins. The 
credits amounts associated with three and four consecutive wins are not awarded. In 
another embodiment, the machine awards the player with a credit amount for each 
qualifying winning streak even if the winning streak continues on the next play. 
Therefore, if a winning streak ends at five, the machine awards the player with the 
credit amounts associated with three, four, and five consecutive wins as these 
respective winning streaks are achieved on the way to five consecutive wins. After 
the third consecutive win, the credit amount (e.g., 20 credits in FIG. 4) for three 
straight wins is awarded; after the fourth consecutive win, the credit amount (e.g., 40 
credits in FIG. 4) for four straight wins is awarded; and after the fifth consecutive 
win, the credit amount (e.g., 80 credits in FIG. 4) for five straight wins is awarded. 

"Hold Bonus" game: Prior to any play in the purchased series of plays, a 
Held Bonus symbol 72 may randomly appear above the reels in FIG. 3 before the 
reels are spun. Any credits awarded to the player during that play of the basic slot 
game and any triggered bonus games are also added to a Held Bonus meter 74 in FIG. 
4. For example, the 20 credits awarded for a winning combination of three 
TRACTOR symbols 75 in FIG. 6 are added to the Held Bonus meter 74 in FIG. 7. At 
the conclusion of the purchased series of plays, the machine awards the player with 
the number of credits on the Held Bonus meter 74. As described below, the current 
number of credits on the Held Bonus meter 74 may be multiplied by a Held Bonus 
multiplier 76 obtained in the "Trail Bonus" game. Also, the appearance of the Held 
Bonus symbol above the reels in FIG. 3 before the next play may be triggered by a 
Hold Bonus Next Spin result obtained in the "Trail Bonus" game. 
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"Symbol Development Bonus" game: The "Symbol Development Bonus" 
game affects at least one evolving symbol appearing on the reels of the basic slot 
game. The evolving symbol may, for example, be a PLANT symbol 77 that appears 
somewhat frequently on the reels. After each reel spin that yields a winning 
5 combination of three WATERING CAN symbols 79, the machine awards the player 
with the credit amount associated with that winning combination as identified by the 
pay table, and then enhances (e.g., doubles) the credit amounts associated with any 
future winning combination during the purchased series of plays when the evolving 
symbol is along the same pay line as the winning combination. 

10 To convey to the player that the credit amounts for any future winning 

combination along the same pay line as the evolving symbol will be enhanced, the 
machine may also change (e.g., enlarge) the appearance of the evolving symbol on the 
reels. For example, when a winning combination of three WATERING CAN 
symbols 79 appears on the reels as in FIG. 8, the farmer 78 in FIG. 9 waters the plant 

15 80. Watering the plant causes the plant 80 to grow and causes the PLANT symbol 77 
to grow on the reels. The enlarged PLANT symbol 77 is shown in FIG. 10 and is 
indicative that any future winning combination along the same pay line as the PLANT 
symbol will be enhanced (e.g., doubled). 

As described below, the evolving symbol may also be enhanced by the "Trail 

20 Bonus" game. 

"Second Screen Bonus" game: The "Second Screen Bonus" game includes 
an accumulation phase and an award phase. In the accumulation phase, the "Second 
Screen Bonus" game accumulates farmer heads in a farmer head meter 82 in FIG. 4. 
In response to a FARMER sjmibol 81 appearing on the stopped reels, a farmer head is 

25 added to the meter 82. When a predetermined number (e.g., five) of farmer heads 
have been accumulated in the meter 82, the "Second Screen Bonus" game proceeds to 
the award phase shown in FIG. 11 on the primary display 12 or the secondary display 
13. 

The award phase includes five crops of root vegetables appearing in order of 
30 least to greatest overall value. These five crops are potatoes, turnips, beets, radishes, 
and carrots. Each crop consists of seven vegetables, lined up in a row, which are not 
yet pulled from the ground. Underground, there a hidden gopher that may be dining 
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on one or more of these vegetables. The player must help the farmer 78 successfully 
pick any three uneaten vegetables out of the seven in order to advance on to the next 
more valuable vegetable crop. In FIG. 11, for example, the player has thus far 
successfully picked two carrots 84, each worth 35 times the line bet for an 
accumulated bonus of 70 credits. The player may select a vegetable that the gopher 
has already eaten and left behind. The player will not win any credits for this 
selection but may continue picking. If the player picks the vegetable and the gopher 
86 appears as in FIG. 11, the award phase ends and the player is awarded the 
winnings that the player had accumulated before picking the gopher 86. 

Each successive round plays the same. The player must continue to try to 
avoid the gopher 86 and pick three uneaten vegetables. In addition to regular 
vegetables, special bonus vegetables may be randomly introduced among the row of 
seven. These may be in the form of a special "silver" vegetable, which is worth 2x 
the normal value of that vegetable, and a "gold" vegetable, which is worth 3x the 
normal value of that vegetable. The award phase is complete when the player 
successfully negotiates his or her way through all five crops without picking a gopher. 
The player then collects his or her total winnings and returns to basic slot game. In an 
alternative embodiment, if an already eaten vegetable is picked, no credit value is 
awarded but the pick counts towards the three necessary to move on to the next crop. 

Throughout the award phase, the top portion of the display contains a cloud 
animation showing the development of various t3T)es of weather. As the award phase 
progresses, additional darker clouds may begin to appear. The increased cloud 
activity may eventually result in a rain shower. If rain begins to fall, it happens 
following a transition to the next crop arid lasts approximately 3-5 seconds. After the 
rain stops an animation takes place over all uneaten vegetables. The vegetables in 
that current crop will appear to grow in size and their value doubles. If the player 
progresses on to the next crop, the vegetable values return to their normal amount. 
The timing of the rain is determined, based upon certain probabilities, at the 
beginning of the award phase. It preferably does not rain in the first round or in 
consecutive rounds of the award phase, but all other combinations of rain bonuses are 
possible including, for example, rain during the second and fifth rounds. 



12 



At tiie conclusion of the award phase, the farmer head meter 82 in FIG. 4 may 
be reset to include no farmer heads and the "Second Screen Bonus" game may return 
to the accumulation phase for subsequent plays in the purchased series of plays. 
Alternatively, instead of returning to the accumulation phase, the "Second Screen 
Bonus" game may proceed to a second award phase tied directly to any FARMER 
symbols 81 that appear on the stopped reels during any plays (i.e., reel spins) 
remaining in the purchased series of plays. In the second award phase, if a FARMER 
symbol appears on an active pay line in any of the remaining plays, the machine 
awards the player with a credit amount multiplied by the number of credits wagered 
on that pay line. 

As described below, farmer heads may also be added to the meter 82 by a 
Farmer Head adder obtained in the "Trail Bonus" game. 

As an additional feature, the "Second Screen Bonus" game may also employ 
an anti-gopher "save" feature. Up to three anti-gophers 90 may be obtained in the 
"Trail Bonus" game and are accumulated next to the farmer head meter 82 on an anti- 
gopher indicator 88. An anti-gopher 90 is represented by a gopher with a slash 
through it. If the player selects a vegetable during the award phase and the gopher 86 
appears as in FIG. 11, the gopher 86 may be nullified (negated) by any accumulated 
anti-gophers 90 to continue the award phase when it otherwise would end. When an 
anti-gopher 90 is used to nullify a gopher 86, the number of accumulated anti-gophers 
90 is reduced by one. 

"Trail Bonus" game: The "Trail Bonus" game employs a trail shown at 
peripheral region 92 in FIG. 4. The trail may, for example, be a closed loop near the 
border of the video image on the secondary display 13. The trail includes a plurality 
of spaces for triggering awards, other bonus games, or free plays of the basic slot 
game. A space marker, such as a token or highlight, may initially be located at a 
designated "start" space or at a random space along the trail. In response to a TRAIL 
symbol 83 appearing on the stopped reels, a random number appears on the symbol. 
The space marker advances along the trail by a number of spaces corresponding to the 
random number appearing on the reel symbol. The space on which the marker lands 
may, for example, trigger the following additional functions: 

• "N credits" - an award N ranging from two to fifty credits; 
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• " — - a consolation prize such as five credits; 

• "+N games" - a number N of free spins of the slot reels in addition to the 
spins included in the purchased series of plays; 

• "Power Play" (not shown) - at the conclusion of the purchased series of 
plays, an additional short series of three plays are awarded. During the 
additional short series, any accumulated elements in the various bonus 
games are kept intact except for the Held Bonus meter 74, which is reset to 
zero prior to the additional short series; 

• "N Spaces (not shown) - further movement of the marker along the 
trail in the direction indicated by the arrow by the designated number N of 
spaces; 

• "xN Held Bonus" - changing the Held Bonus multiplier 76 to a number N 

such as x2 or x3; 

• "Hold Bonus Next Spin" (not shown) - appearance of the Held Bonus 
symbol 72 above the reels in FIG. 3 before the next reel spin; 

• "Streak Bonus +N" - advancement up the winning streak ladder 70 by a 
Winning Streak adder N; 

• "Plant Doubler" - enhancement (e.g., doubUng) of the PLANT symbol 77 
to indicate that any future winning combination along the same pay line as 
the PLANT symbol 77 will be enhanced; 

• Farmer Head - addition of a farmer head to the meter 82; and 

• Anti-gopher - addition of an anti-gopher 90 to the anti-gopher indicator 
88. 

At the conclusion of the purchased series of plays of the game, the machine 
may provide the player with an option to purchase an additional short series of three 
plays (e.g., "Power Play") for a predetermined number of credits such as 50 credits. 
During the Power Play, any accumulated elements in the various bonus games are 
kept intact except for the Held Bonus meter 74, which is preferably reset to zero prior 
to the Power Play. The purchase of the Power Play provides a player with an 
opportunity to accumulate additional elements in those bonus games that are close to 
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completion. As noted above, a Power Play may also be triggered by tiie "Trail 
Bonus" game so that the player need not purchase the Power Play. 

Referring to FIG. 3, the gaming machine includes a credit meter 94. When a 
player inserts money into the machine, a corresponding number of credits are added to 
the credit meter 94. Any wagers and Power Play purchases are deducted from the 
credit meter 94, and any credit amounts for winning outcomes are added to the credit 
meter 94. At the conclusion of a purchased series of plays and any Power Play, the 
player may collect any credits remaining on the credit meter 94 by pressing a 
"Collect" key 68. Alternatively, the player may place a wager to purchase a new 
series of plays. Prior to initiating the new series of plays, all of the bonus games are 
reset to include no accumulated elements. 

The basic and bonus games may be implemented with games other than those 
in above-described embodiment. For example, the Monopoly^'^ poker game in FIGS. 
12, 13, and 14 includes a basic video poker game (e.g., Jacks or Better draw poker) 
and an accumulation- type bonus game played on a Monopoly board. FIG. 12 is a 
video image on the primary display 12 associated with the basic video poker game. 
FIG. 13 is a video image on the primary display 12 associated with a house selection 
portion of a start stage of the Monopoly poker game, FIG. 14 is a video image on the 
secondary display 13 associated with the accumulation-type bonus game. 

At a start stage of the Monopoly poker game, several events occur. First, 
instead of purchasing single plays of a video poker game as in conventional video 
poker, a player purchases a series of plays (e.g., deals) in advance. Referring to FIG. 
12, the player may select his or her wager for the series of plays of the game by 
pressing a "Bet Per Series" key 100 on the primary display 12. The maximum wager 
for a series may, for example, be 50 credits. Any onscreen keys may be duplicated on 
a physical button panel so that the player may implement a function via either the 
touch screen or the button panel. Second, after the player enters his/her wager, the 
player presses a "Start Game" key 102 to cause the primary display 12 to transition to 
a house selection image shown in FIG. 13. The player is given the option to purchase 
houses to place on whatever property or properties the player selects on the depicted 
Monopoly board. The player may, for example, place all of the houses on a single 
property or on different properties. The distribution of houses on the properties is 
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determined solely by the player. A maximum of four houses and a hotel may be 
placed on any one property, and the cost of each house varies with the property on 
which it is placed. To allow the player to easily select houses and properties for 
placement of the selected houses, the player is prompted to touch the property (e.g., 
deed) and then a "build houses" key 104 to build another house. The player may 
change his/her selections by pressing a "Clear Property" key 106 and/or a "Clear All 
Houses" key 108. After the player is done building houses, the player returns to the 
poker portion of the Monopoly poker game by pressing a "Return to Game" key 110. 

After the start stage, the purchased series of ten plays of the Monopoly poker 
game commences. Instead of directly awarding credit amounts based on the ranking 
of a poker hand achieved in the basic video poker game as in conventional video 
poker, the pay table awards a combination of moves around the Monopoly board and 
credits for better hands. A possible pay table at a maximum wager is shown below: 



HAND 


AWARD 


Jacks or Better 


1 Move 


Two Pair 


1 Move 


Three of a Kind 


2 Moves 


Straight 


2 Moves 


Flush 


3 Moves 


Full House 


4 Moves 


Four of a Kind 


5 Moves + 25 Credits 


Straight Flush 


10 Moves + 50 Credits 


Royal Flush 


20 Moves + 1000 Credits 



Referring back to FIG. 12, in each play of the purchased series of plays, the 
player initially plays Jacks or Better draw poker. In each play of draw poker, the CPU 
randomly selects five playing cards 1 12, 114, 116, 118, and 120 from a standard deck 
of 52 cards and displays the cards on the primary display 12. The player may then 
discard up to all five displayed cards (e.g., by touching the cards to discard or to hold) 
and replace the discarded cards with respective cards randomly selected by the CPU 
from the remaining 47 cards in the deck. For each play of draw poker in which the 
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player achieves a poker hand on the pay table, the player is awarded the award in the 
pay table for the winning poker hand. 

Referring to FIG. 14, each awarded "move" involves rolling a pair of dice 122 
shown on the secondary display 13. The player's token 124 advances around the 
Monopoly board by a number of spaces corresponding to a sum of the numbers shown 
on the rolled dice 122. If the rolled dice 122 show matching numbers (e.g., a 
"double"), the player is awarded a free roll of the dice 122. The player's token 124 is 
initially located on the "Go" space at the start of a purchased series of plays, so the 
first move for the first wiiming poker hand in the series of plays commences from the 
"Go" space. Subsequent moves, however, commence from whatever space on which 
the player's token landed as a result of the previous move. 

The spaces on the Monopoly board have different events associated therewith. 
The event for a space is triggered if the player's token 124 lands on that space. First, 
each property on the Monopoly board awards an associated credit amount. The credit 
amount is higher for each house that the player has placed on the property. An 
example of a pay table for a particular property is shown below: 



Vermont Avenue 


HOUSES 


CREDITS 


Rent 


1 


1 House 


10 


2 Houses 


20 


3 Houses 


30 


4 Houses 


40 


Hotel 


50 



Second, Water Works and Electric Company preferably trigger associated 
mini-bonus features. The mini-bonus feature may, for example, includes an 
animation to illustrate the CPU's random or pseudo-random selection of a credit 
amount from a plurality of possible credit amounts. The animation is disclosed in 
detail in U.S. Patent No. 6,315,660 to DeMar et al., which is incorporated herein by 
reference in its entirety. Third, Income Tax, Go to Jail, Just Visiting, or Luxury Tax 
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award respective credit amounts to the player. The awarded credit amount is shown 
in the middle of the Monopoly board. Fourth, Free Parking awards the player a total 
amount of credits accumulated throughout the purchased series of plays. 

Fifth, Chance and Community Chest preferably trigger associated mini-bonus 
features. The Chance mini-bonus feature may, for example, present the player with a 
series of selectable generic property cards. The player is prompted to successively 
select the cards (e.g., by touching the cards) until an end-bonus symbol (i.e., stopper) 
is revealed. For each selected card that reveals a property on the Monopoly board, a 
house is placed on that property in addition to any houses that are already on that 
property. The Community Chest mini-bonus feature may be similar as the Chance 
mini-bonus feature except that the player receives free additional plays of the basic 
draw poker game instead of additional houses. Therefore, as the player's token 124 
moves around the Monopoly board, the player may accumulate additional houses and 
additional plays of the basic draw poker game to add to the excitement of the game. 

The Monopoly poker game is generally a combination of a basic video poker 
game and an accumulation-type Monopoly bonus game, so the card playing strategy 
in a standard Jacks or Better video poker game may be somewhat affected by the 
return implications of each specific winning poker hand. For example, on the one 
hand, according to the above-illustrated pay table a Straight in the Monopoly poker 
game yields an award (e.g., 2 Moves) that is twice the award (e.g., 1 Move) yielded 
by a pair of Jacks or Better. On the other hand, in a standard Jacks or Better video 
poker game that is not combined with any bonus games, a Straight yields an award 
that is four times the awarded yielded by a pair of Jacks or Better, To ensure that the 
Monopoly poker game is played at a fairly rapid pace, it is not desirable to yield an 
award of 4 Moves for a Straight. 

Because the award for a Straight in the Monopoly poker game is only 2 
Moves, the card playing strategy in the Monopoly poker game is different from the 
card playing strategy in a standard Jacks or Better video poker game. The different 
card playing strategy may be shown by way of example. Suppose a player is initially 
dealt a poker hand including Jv, 10^, 9*, 8^, and 2*. On the one hand, in a 
standard Jacks or Better video poker game the player would hold j¥, 104, 9*, and 
84 and discard the 2* in an attempt to achieve a Straight. On the other hand, in the 
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Monopoly poker game the player would hold only the J¥ and discard the remaining 
cards in an attempt to obtain a pair of Jacks or Better. Other differences between the 
pay table for the Monopoly poker game and the pay table for a standard Jacks or 
Better video poker game similarly yield differences in card playing strategy. 

In an alternative embodiment of the Monopoly poker game, the player may 
select the number of plays in the purchased series and therefore determine the length 
of the gaming experience. The player may, for example, purchase the number of 
plays in a series in increments of ten varying from a minimum of 10 plays to a 
maximum of 50 plays. The cost of each house, if the player elected to purchase any 
during the start stage, would vary in this alternative math model. The button panel 
layout on the gaming machine in this alternative embodiment may appear as below: 



10 
PLAYS 


20 
PLAYS 


30 
PLAYS 


40 
PLAYS 


50 
PLAYS 


BET 
1 

-HOLD- 


BET 
2 

-HOLD- 


BET 
3 

-HOLD- 


BET 
4 

-HOLD- 


BET 
5 

-HOLD- 



In alternative embodiments, the houses in the house selection stage are distributed in 
different ways. In a first alternative, the player is given a number N of free houses to 
place on the Monopoly board. In a second alternative, the player is given a number N 
of free houses to place on the Monopoly board and has the option of purchasing of 
additional houses. In a third alternative, the player is given a random number N of 
free houses and the game, not the player, randomly places the houses on the 
Monopoly board. 

It can be seen that the above-described gaming machine can provide an 
entertaining and dynamic gaming experience. Unlike conventional gaming machines 
that provide a player with a single play of a game for a single wager, the gaming 
machine of the present invention provides a player with a series of plays for a single 
wager. This, in turn, allows the gaming machine of the present invention to offer a 
variety of frequently occurring, dynamic features that carmot practically be offered by 
conventional gaming machines. These dynamic features may, for example, include 
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bonus games of the above-described accumulation type that accumulate one or more 
elements over a plurality of the plays in the purchased series. Because the 
accumulation-type bonus games are reset prior to each purchased series of plays, the 
gaming machine would not experience the above-noted problems (e.g., "vulturing" 
bystanders and frustrated players that run out of money before redeeming an 
accumulated element) associated with conventional gaming machines that have 
attempted to introduce accumulation-type bonus games. 

The payback percentage of a gaming machine may be defined as the portion of 
each credit wagered that is returned to players via winning payouts over the long 
term. The payback percentage is typically set somewhere between about 85 percent 
and about 98 percent, depending upon the monetary value of each credit. On the one 
hand, to achieve the desired payback percentage in conventional gaming machines, 
the hit frequency for any bonus games (especially of the non-accumulating type) is 
generally kept quite low (e.g., once every 50 to 100 plays) to maintain an acceptable 
level of volatility. This low hit frequency creates a static gaming experience that can 
lead to boredom and frustration. 

On the other hand, to achieve the desired payback percentage in the gaming 
machine of the present invention, the hit frequency for any bonus games (especially of 
the accumulating type) may be quite high. One or more of the bonus games may 
accumulate an element almost every play, especially in the first embodiment, and one 
or more of the bonus games may provide some t3^e of award during almost every 
purchased series of plays. The wager from a player to purchase a series of plays will 
generally be much larger than a single play wager on conventional machines because 
the player should perceive the series of plays as having greater value than a single 
play. With this larger wager, any bonus games may be triggered quite frequently 
while maintaining the desired payback percentage and an acceptable level of 
volatility. In fact, the basic game may become secondary in emphasis to the various 
bonus games. 

While the present invention has been described with reference to one or more 
particular embodiments, those skilled in the art will recognize that many changes may 
be made thereto without departing from the spirit and scope of the present invention. 
For example, the pay table of the Monopoly poker game directly provides non-credit- 
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based awards for different poker hand rankings. The non-credit-based awards include 
a number of movements along a trail created by the Monopoly board. Other non- 
credit-based awards are possible, however, such as a number of free plays of the 
game, a number of selections in a bonus selection game, or a number of collected 
elements. The collected elements may trigger credit-based awards as more elements 
are collected. Each of these embodiments and obvious variations thereof is 
contemplated as falling within the spirit and scope of the claimed invention, which is 
set forth in the following claims: 
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